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I SUPER NES SUPER SCOPE CONTROL BUTTONS AND BASIC OPERATION 


1 1 ■ Hut ton 



• Sijjlif lube 


Front Sipjit 

To aim, align the cent&i’ of the Front Sighl 
over your target while looking through the 
Sight Tube. 


While the game is paused, press- the FIRE Button twice while holding the 
CURSOR Button, io reset the game hack lo the title screen, 


this button to shoot at the screen. 


CURSOR ButUm 


Press the PAUSE Button (o interrupt the game pley. 
Press PAUSE a second time to resume game play 
While paused, you can re-aim the Super Scope by 
firing at the center of the target. 


Slide this switch forward to the center position to 
turn ths power on. NOTE: This game does not use 
the TURBO function. You will only shoot a single 
Shot even if Ihe POWER Switch is in the TURBO 
position. 


0W1:R Sw ik h 
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■ PREPARING THE SUPER SCOPE FOR PLAY ■ 


Begin by setting up your Super Scope 
Receiver Module as she we in ire Super NES 
Super Scope instruction Manual After 
inserting the cartedge into the Super NES 
Control Deck, slide the Power Switch on the 
Control Deck and Super NES Super Scope to 
their ON positions. When the title screen 
appears, shonl once toward the screen. The 
ADJUST AIM screen will then he displayed, 

If you shoot at the screen while the dsmo is 
running the game will return to the title screen 



♦AIM ADJUSTMENTS 



Through me hole in the Sight Tube, 
you will s&e the Front Sight. Aim 
and shoot at the center of the 
target by sighting it through iha 
Sigh! Tube and the Front Sight as 
shown in the illustration on the loft. 


A hit mark will appear in the center of the target, 
and the Super Scope's aim is now adjusted. 


Immediately afterwards, a screen tor a trial shot 
will appear. Shoot at this screen to check your 
aim adjustment. 
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If your aim was not adjListed correctly, or jf you change positions, press the 
Pause Button to re-aim To resume the game without altering your aim. 
press the Pause Button again without firing. 

♦ Starting The Game ♦ 

After your am adjustment is completed, you will see the SELECT GAME 
screen. Choose from either BlASTRIS or LAZERBLAZER hy shooting at the 
appropriate window 



BLASTRIS 


LAZERBLAZER- 


Seepage 7 
See Page 19 






























■GAME SELECT SCREEN* 


BLAH I KIS I! 



BLASTRIS 


LEVEL SLLEC" 
WINDOW 


MO I F PATROL 


MODE SELECT 
WlNfXJW 


♦GAME SELECT# 

Select one of ihe fchtee games shown on the 
top of the screen by shooting the 
expropriate window. 



♦ LEVEL SELECT# 

The three difficulty levels to begin playing 
et are, LOW. MED and HGH. Shoot the 
window in the center of the screen to select 
the leva! you want 



LOW 

4 l 

MED 

f 

HTGR 


♦ MODE SELECT# 

There are two mode types for each game. 
Shoot the mode of your choice after 
selecting youir level and the yams will start. 
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BLASTRIS A- 


■HOW TO PLAYB 

As the game begins, a variety of hiiXk shapes consisting of 4 
squares each will appear from the left and float toward the right. 
Arrange these blocks by shooting 
individual sguaros. Break them to 
arrange the remaining pieces into 
vertical tines on the right. When you 
form a vertical line, tiiai Irne of blocks 
will be cleared and you will be given 
points. If you dear 2 or more lines 
simultaneously, you will get higher 
poinls. 



B 

L 

A 


Clearing 5 lines completes a level, 
advancing you to the next stage. As 
you progress to higher levels, the 
speed of the floating blocks becomes 
faster, Your game will be over if a 
block pile becomes too high and 
reaches the left side Of the screen. 

The game «s over when lire piled 
blocks reach the left side. 



■MODE SELECTIONS 

These are two modes of play lor Bla&tris A. One of them is for only 
one ptayer, the other is lor two player* (VS. mode). 


Shoot the window of the mode yew 
want to play. 



Qne Player Play by yourself, trying to heal 
your highest score, 



Two Players Flay with another player 

competing for the highest score. 
Both players alternate turns 
after each stage using the 
same Super Scope. 


GAME STA3T 

n mu H 
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■GAME START ■ 

The Game Screen 


©Score 



W $L 

\w\rj 

,k- -rjvV 

m 

> . V 


WW 

b ■ 



—'mtm jyn Tj Wm 


©Lines desired 


© I eve I 
O RuHcch 


O Number of lines cleared this stage. 

© Total score this game. 

© Level number of the Curreril stage. 

Q Number of bullets currently available. 


♦ You Have Limited Bullets In Blastris A4 

The number el the bullets available to shoot ts limited When a block begins 
to fall, two bullets are added to your reserve. When you have no bullets left, 
you cannot shoot again until another block begins to fall and ybu gel more 
bu lists. 


■SCORINGS 

There Are Two Ways To Score. 

♦Score By Clearing Lirves^ 

You will score i>oints each time you clear a line. To claar a line you must fill 
a vertical row from lop lo bottom without leaving any open spaces. 

-“ > 

Clear one line . 300 Points 

Clear two liftes 

simultaneously.1000 Points 

Clear three lines 

simultaneously.5000 Points 

Clear four lines 

simultaneously . 10000 Points 



Clearing a line! 
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♦Points For Unused Bullets ♦ 


You will receive points for every unused 
bullet after cleanng a stage. 


r - 

■ > 

Each bullet left 

■ 100 Points 

^_ 

_ J 



Stage cleared 




In the two player mode, the player with the 
highest score is the winner 


Ctearing two or more 
Iines simultaneously to 
get a higher score, 

■SCORE DISPLAYS 

The game is over When a block pile reaches the teM side. When She 
game is over the highest scores win be displayed. 


The game type r your current score 
and the highest scores are 
displayed for each game level 


if your score exceeds the high score 
it wNi be displayed as the hrghest 


The score and level of your last game, 
ar>d the highest scores for each level 
will ba displayed. If your score is the 
highest, it will be the TOP SCORE. 

Shoot the High Score screen to 
dispiay the SELECT and END 
windows. Shooting the SELECT 
window will return you to ifte Blastris 
GAME SELECT screen. Shooting the 
END window will reset the game back 
to the title scream Ending resets all sFI .RC I 
high scores. window 


END 

window 
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BLASTRIS B 


BHOW TO PLAY* 

As you atari, blocks will begin falling down. You cannot move blocks loft or 
right, but you can spin it to reveal three different colors. The metallic 
blocks are the same color on every face. Shooting tham does not change 
the color. 


All of the faces Oh a 
metallic block are the 
same color. 


Arranging more than three blocks Of lha same 
co^or vertically, horizontally or diagonally will 
doer ihat row. You will get points for each row 
cleared. 


When the block piles reach the top of the 
screen, the game is over 


The block pile has reached the top - Game 
Over! 


■TWO PLAY MODES ■ 

There are two ways to play, mode A and mode B 

The basic method of playing either mode is not very different, but the object 
of the two games i&. 



♦Type A# 




Beginning the game will reveal stacks of 
Monster blocks. Spin the blocks falling next 
to. and on top of the Monster blocks, aligning 
ihree or more of the same color to clear that 
row. When all of the Monster blocks are 
cleared you will progress, to the next Slag&. 

‘ Monster Blocks 
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♦ Type B# 



There are no blocks at the beginning 
that must be eliminated. Blocks will 
begin falling and your game wilt 
continue, getting progressively harder, 
until a block pile reaches the top of the 
screen. 


IGAME SCREEN! 


A 


O 3_cvd- 


© Score 


Current play level 
Current game score 


♦ Block Failing Speedy 

In either mode, when the level increases, the blocks will fall faster 
and the interval between blocks will decrease 


T 
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■CLEARING AND SCORING ■ 

There are Several Ways To Clear Blocks. 

♦ Vertical Clearance ♦ 

Cl^r iha blocks by aligning the colors vertically. 
Usually only three blocks can be cleared 
vertically, but chain reactions with adjoining 
blocks horizontally or diagonally Crin occur. 

Be careful to not pile- the blocks too high 
vertically. 


♦ Horizontal Clearance^ 

Clear the blocks by aligning the colors 
horizontally. You can clear up to five blocks 
with a horizontal clear. 


Clear lha blocks by aligning the colors 
diagonally. You can clear Lip to hva blocks in a 
diagonal clear. It is very easy to Cause a chain 
reaction by a diagonal dear 


ir you dear rows by combining vertical, 
horizontal or diagonal clears, you will 
eliminate more blocks than in a single clear 
and get more points 
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♦ Chain Reaction ♦ 

By clearing blocks in a diagonal or horizontal clear, you can clear 
other blocks by causing a chain-reaction, it is possible to pile blocks 
dalibaratcly so that a chain reaction occurs, but usually this happens 
unexpectedly. 



By clearing Ihe threee yeGrt The yellow Wookg will be 

Weeks horizontally- dearad in a chain reaction 


B 

L 

A 


■SCORE DISPLAY! 

If a block pile receives the top of the screen, the game will be over. 
You will then see the high scors display. 


Thy score and level of your last game, 
end the highest scores for each level 
will be displayed- If your score is the 
highest, it will be the TOP SCORE. 
Shoot the High Score screen to 
display the SELECT and END 
windows. Shooting the SELECT 
window will return you to the Blastns 
GAME SELECT screen. Shooting the 
END window will reset the game back 
to the title screen. Ending resets all 
high scopes. 



BlastFis B high score display. 



SELECT window F.ND window 


s 

T 

R 

I 
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MOLE PATROL- 


As the q^me begins, a hoop of Molians will 
march in from the left and drop irilo ihe pips 
on the right {Shoot the screen to bypass.; 


Watch for the Malians to begin popping 
their heads out of any of the twelve craters. 
Whan they begin to do so, blast therm into 
the background wilh your Super Scope. 


Q 

■TWO WAYS TO PLAY® 

There are two modes at play, the Stage Mode 

♦ Stage Mode# 

Game play proceeds in ever mote difficult 
stages. You have limited time to shoot ell of 
the Blue Moltans and clear the stage. In 
higher stages mote Molians will appear. Do 
not shool a fled Molian by mistake, dfoing so 
will cause the Molians to pop up faster. If the 
timer reaches iero before you tag all of the 
Blue Moliang in that stage, your game will 
be over. 





i 


♦ Score Mode# 


This game is only on>e stage long. 
Depending on your choice of 
difficulty level, ten to litteen Molians 
will appear for you to tag. Your speed 
and accuracy will determine your 
score. Your scorecard will be 
displayed rating you performance 
between 0 and 100 Points. 



■GAME SCREEN® 



0 Current score 
@ Number of Blue Malians lets 
0 Time left 

Theory huh no indicators when playing in the 5co*e Mode. 
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■SCORE! 

Scoring differs between the Stage Mode and the Score Mode 

♦ Stage Mode* 

Every time you shoot a Blue Molian, you will be awarded tOQ Points. When 
you finish the stage, each count of lime is worth an additional S Points, that 
will be added to your totaJ score. 


11 " ini firm » .1 ra- 


0 Stage points 



® ( Iu:ir bonus 
0 Shots missed 


m 


0 rni'gpis missed 


0 Stage P<»ivils 

You receive these points upon completion of tho stage. The stage points are 
determined by adding I he points For each time count leFi and (he clear 
bonus. Points lost for shots and targets missed will be subtracted 

©(’lear Him lin 

You receive these points for clearing the stage. (Score between 3000 Points 
and 15000 Points depending on the stage level.) 

©ShoK Missed 

These points are lost by missing shots, 

Each missed shot 100 Points 

0 Targets Mrsisttl 

These points are lost each time you allow a Blue Molian to survive when 
it pops its head Put. 

1 Blue Molian. ------- . 250 Points 
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♦ Score Mode* 

Your score has a maximum of 100 Points 1 



0 Pom is 


CUJill 11 At 


riming list 


Shot* missed 


■HPIWMMii 5 


0 I area h missed 


0 I 'll int s; Poi nts for shooting the Molians 

0 1 1 mi ii a list The list shows the distance and timing ot your 

shol 

0 Shut sw iti is?*ed N umbers of m is-sed shots. 

0 lurgcis missed Numbers of 81 ue Molians left. 


■SCORE DISPLAY ■ 

When rime is over gr alter your gams is over you will view the High 
Score disptay screen, 


If your score beats ttie high score, M 
also will be displayed as the high 
score. 


The score and level of your last game, 
and the highest scores tor each level 
will be displayed. Ff you* score is the 
hiyhesl, if will be the TOP SCORE. 
Shoot the High Score screen to 
display the SELECT and END 
windows. Shooting the SELECT 
window will return you to I he Blaslris 
GAME SELECT screen. Shooting the 
END window will reset the game back 
to the title screen Ending resets all 
high scores. 



GftMFvSUJ 


fW 


SELECT 

window 


END 

window 
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JGAME SELECT SCREEN U 

It you selected LazerRinzer, |he screen pictured bellow will appca r. 



TYPE A TYPE B TYPE C 

INTERCEPT ENGAGE CONFRONT 

All three of these games are different, and to excel you must sharpen many 
skills. Selecl ono of the throe games by shooting its window to begin 
playing. 
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TYPE A- INTERCEPT 

QBASIG GAME IDEAB 



A volley of missiles has been 
launched by the enemy. Your mission 
is to shoot down all of the missiles 
using the fewest shots possible. This 
game type has a one player mode 
and a two player VS. mode. 



■STARTING THE GAMEQ 

After choosing game TYPE A - INTERCEPT, a screen will appear that 
will let you choose either a one player game or me iwo player VS 
game. Shoot the window dt the mode ydu wish to play. 


Enemy Missiles 

The different missile types are shown in this 
window. The point value for a missile becomes 
greater as its distance from the player increases. 



Mode 


VS. Mode 


ED 
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ONE PLAYER MODE 



UPLAYU 

Intercept the missiles as they hurtle across the semen. Do not lei any of 
them pass. When you miss five missiles, the gams is over. 


HLEVEL SELECT J 

There are a total of thirty stages of difficulty. You can begin at you* choice 
of three different lovsis as shown. 



Select the level you want to start at by shooing its window 

JTHE GAME SCREEN H 

This is the layout of your on screen indicators. 


High Score 


Lncm> Missile 
i in flight) 


^luge Mum her 


Pam^e Miter 


Saw 



Shot (in flight) 


Number of 
Enemy Missile?; 
I.cli this Stage 

Total Number of 
Enemy Missiles 
this Stage 

Number of 
Shots Tiikcn 


Number of Shotii I oaded 


Your mission is to intercept the enemy missiles. Use the information 
provided by the indicators to your advantage. 


♦ Radar# 

The enemy missiles are shown as white dots. Us# this radar to help 
you determine tho number and formation of the missile volley. 



Missiles out of 
range 


Missiles out of 
range 


Missiles, currently in range 

♦ Number of Shots Loaded ♦ 

Y<jlj can shoot up to a maximum of three shots in a row before reload 
must occur. After each shot is tired, you must wait a short time until 
the launch tube reloads 



You cannot fire until your shots are reloaded. 

♦ Number of Enemy Missiles and Player's Shots ♦ 

This meter counts down the number of enemy missiles when you 
intercept them, as well as when they escape your aim. When lha 
number of enemy missiles left becomes zero, the stage is over. 

The number of shots lhal you take influences the calculation of your 
score 



♦ Damage Meter# 

Each time an enemy missile passes wilhout b&ing intercepted, it will 
be counted as a miss, and register on the meter as a red mark. When 
you have missed four times, a warning elarm will begin to sound. 
When you let the fifth missile pass by. the gome will be over. 



DANGER!! 


< N 111 GLCD -I < N 111 CC 







































■SCORING® 

Each time a missite is shot down, points are 
added to your score 

as you complete each stage, bonus points 
are awarded. Bonus points are calculated 
by your hit ratio. (Number ot missiles shot 
down/shots you fire!! 

Point* for nPisllen shot dow n 

I lii ratio 

When the game «s over, your last score and 
the high score will be shown. Shoot either 
the SELECT window or the END window. 

Shooting the SELECT window will return you 
to the LazerBlazer GAME SELECT screen. 

Shooti ng I ha E NO window wi It reset the SI. L tit 3 END 

game back to the title screen. Ending resets 
all scores. 




THE VS. MODE 



The VS. mode has no LEVEL SELECT both players will play aE the same level. 

■PLAYS 

Compete with another player in a test of accuracy. Two players will play the 
same stages for three rounds using the Super Scope alternately. Your scores 
will bo determined by the number of enemy missiles intercepted, and how 
few shots it took to do so. Missed enemy missiles do not count against you, 
however, you will lose a scoring opportunity to yuur Opponent. 

■AIM ADJUSTMENTS 

Both players will adjust their aim as each begins round one of the 
competition. See page 5 for details ragaiding adjustment of aim. 



■ SCORING ■ 

Each missile shot down will add 
points to your score. Additionally, as 
in the one player mode, you will 
receive bonus points after each stage 
based upon the number of missiles 
intercepted and the number of shots 
taken. 

Points lor missiles, shot down 

Hit ratio 


After pfayer two finishes the third 
stage, the game will be over After the 
scores have been calculated tor both 
players, the player who has the most 
pomts is the winner of the game. 

When the SELECT and END windows 
appear, shoot at the window Of yOnr 
choice. 


Shooting the SELECT window will 
return you to the LazerBlazer GAME 
SELECT screen. Shooting the END window will 
reset the game back to the title screen, 

Ending reeels ell scores. 



HELP! SAVE MARIO! 



Occasionally* during both tbe one player and VS. modes, Mann, 
chased by Bowser will appear. 



■GAME SCREENS 



Score ■ I Hayer Two 



★ One Player moite 

If you shoo! down Bowser, savmg Mario.your damage meter will 
decrease by One mark. If you accidentally shoot Mario, your demage 
will ncrease by one. 

♦ VS- mode 

Shooting Bowser will add to the calculation of your score and 
shooting Mario will subject from it. 
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TYPE B-ENCAGE 


■ PLAYB 

Engage enemy Aircraft as they Hy into- your skills. Be carefuf, they are 
armed with missiles Watch your fuel use, it is linrdted eixJ you must shoot 
them aM down before your tank runs dry. Game TV PE 6 - ENGAGE has no 
VS. mode 

■LEVEL SELECTS 

The level select screen is the same as that of game TYPE A- INTERCEPT 
(Sec the piaga 21) 

■GAME SCREENS 

After selecting a level, the game screen will appear There are several 
indicators on this screen that you should watch 


3 ligh Score 


■Score 


Danger Warning 
Light 


Your Ship Statu:’. 


Singe ( eveI 



Number of Enemy 
Ship> Left 

Number of 
I neini-cs I Ins 
Stage 

d'Enemy 
Missiles, t ired 

umber of Shots; 
Taken 


Energy Gauge 


Damage Meter R^dar 


Your mission IS to engage and defeat (ho enemy fighters. Use the information 
provided by the indicators to your advantage. 




♦ Radar# 

The radar shows the enemy fighters and the missiles that they have 
fired al you. Enemy fighters are shown as white dots, enemy missiles 
are yellow dots. Listen for the warning sound if the radar detects an 
enemy missile, 

♦ Number of Shots Loaded# 

Each time you fine one shot, one meter unit will disappear for a few 
seconds while a shot is being loaded again. The maximum number 
of shots that you Can fire consecutively is four. If you fire all four 
shots before reload can occur, you will be unable to shoot for a short 
time. 



♦ Players 1 Ship# 

When you gel hit by an enemy missile, the damage 
will show on this indicator. 



♦Number of Enemy Fighters, Number of Enemy 

Missiles and Player's Shots# 

As you stxxjt duwn me. anomies, of their missiles, the Number o+ Enemies 
This Stags will decrease by one. Whan the Number of Enemies This 
Staoe equate zero, the stage is over. Also, the number ot player's 
shots taken will be taken into account when the score is calculated. 

♦ Damage to Player s Ship# 

When you get tut hy enemy's missiles, your damage meter will turn red 
in five stages When you have been hit four times a warning darm will 
begin sounding. When you have been hit the fifth time, your game is 
over. 

♦ Fuel# 

You have limited fuel for each stage If your fuel runs Out, your ship will 
fall to the ground and your game is over. You must shoot all of the 
enemies oul of the sky to end Hie round before you run out of fuel 

♦ Supply Ship# 

After finishing a stage, your ship will rise 
to dock wi|h and recharge with energy 
from the Supply Ship, When the ied 
Supply Ship appears, you also will 
recover one damage unit on the Damage 
Meter. 
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a SCORE ■ 

When •you sho^jt down h missile. its scone will be added to your score. 

Also, after completion of each stage, bonus points will be added to your 
score These bonus points are calculated based on your hit ratio. 'Number 
of enemies shot down/Number or shots you have fired) 


Points (or HncmL^ 

Shot Down 

Hit Ratio 

When fi>o game is over, your lasf score, as well as the high score will be 
shown. Shoot either the SELECT window or the END window. 



SELECT END 


Shooting ihe SELECT window will return you to tha La^erBla^er GAME 
SELECT screen Shooting the END window wiN resel the game back to the 
title screen Ending resets all scores. 
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TYPE C-CONFRONT 

■ PLAYB 

Confront me enemy robot armada as ihay attempt to fand You must 
eliminute them with your anti -aircraft type cannon before they can 
shoot you. The TYPE C- CONFRONT game does not have a VS. mode. 



■SELECT LEVEL SCREENS 

The Select Level screen is same as the TYPE A - INTERCEPT and the 
TYPE B- ENGAGE games. 


■GAME SCREEN ■ 


H^h Score 


Store 


Number of_ 

Slajje 

Players Ship 



I damage Meter - * Radar 


Number of 
Enemy Robots 
Left 

Tola I Number of 
Enemy Robots 
T his Stage 

Number nf 
Shots S'ukcn 


Your mission is 1o confront and destroy the enemy robots. Use the 
information provided by the indicators lo your advantage. 


♦ Radar# 

Enemy robots are shown as white dots You can determine position 
and distance of the enemy robots svith this radar 

♦ Number of Enemy Robots and Number of 

Player's Shots# 

When you shool down an onemy robot or if an enemy robot leaves 
the radar area, Ibe Total Number of Enemy Robots This Slags 
decreases by one When this number equal zero, you have finished 
the stage. The total number of shots taken will be calculated into 
your score. The maximum number of shots that can be taken before 
reload musi occur is four. 


<N LUCE CD—icnluq: 
















♦ Player’s Ship# 

As your ship gets hit by enemy's shots, the -dsmage 
will be shown on the indicator 



♦ Damage Meter# 

When you -get nit by enemy's missiSes, you* damage meter will turn red in 
five stages. When you have been hit four times a warning alarm wili begin 
sounding. When you have boon hit the fifth lime, you* game is over. 

If you shoot down a flashing enemy, your damage will be decreased by one 
unit 


A Hashing enemy robot 



■SCORE! 



Every time you shoot down an enemy robot, the seexe will be added lo your 
total score. Shoot down an enemy robot after its shot turns to red and its 
point value wilt be tripled. 

You also will receive bonus points for 
finishing each slags lhai will he added to 
your total score. Bonus points are calculated 
based on hit ratio (Number oi enemy robots 
shot down/Number of shots fired.} 


Points for Enemy Robots. Shot IXu"\ n 

Mil Ratio 


When tbs game is over, your last score and 
the high score will be shown. Shoot either 
(he SELECT window or the END window. 

Shooting the SELECT window will return you 
to the LazerSlazer GAME SELECT screen. 
Shooting the END window will reset the 
game back to the title screen Ending resets 
all scores. 



SELECT END 
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WARRANTY AND SERVICE INFORMATION 


90-DAY LIMITED WARRANTY 

HARDWARE'. ACCESSORIES, GAME PAKS ("PRODUCT^ 

■HARDWARE ONLY TO EXPEDITE AUTHOR ZATION OF ANY REQUIRED WAflftATV WORK Wi! 
H6CCMMENQ THAT YOU COMPETE AND RETURN YOUR WARRANTY CAPO WITH W 50 DAYS OF 
PURCHASE JOP RECEIPT AS A GIFT! 

90-DA Y LIMITED WARRANTY 

Nintendo or Amwlta Inc O'tinder) warrante Co Ihe original purchaser that this produrt anal be 
iraa from deterts in material and wotfcrvwttfijp Fur a period ot 90 days from Ihe date ot purchase, 
ifa delacl covered by Ihis warranty occurs during |hi4$0-dey wamaMy period. Nintendo will repair 
Or replace the da-adive pnodud or componert part, a I ilf; option, N#* £A ctteigo. 

WARRANTY SERVICE OR 

REPAIR/SERVICE AFTER EXPIRATION OF WARRANTY 

To TOceivs this warranty service or to receive service ahtif warranty expiration: 

1 00 NOT return your product to She tffllaritir. 

2. Please call ihe NINTENDO WQRIP CLASS SERVICE,* Canter Cons jmer Assistance Hotline at 
I-BDD-Z55-3700. Ou* hours qI Operation ar* irom 4:00 am lo Midnight Pacific Tima Monday 
through Saturday, and Injm R 00 am lo 5:00 pm, Pacific Tima on Sundays (tunas subject to 
changef. If the Nintendo Service Repne*intalive is urtebt* to solve the problem over the 
telephone, yeu w be referred to Ihe nearest AUTHORIZED NINTENDO WORLD CLASS 
SERVICE** Cert a r tor prompt, professional warranty service Of repair and rsplieement 
components You may also rater lo your yellow pages directory under ihe neodifift or Vitfoo 
Oamos Sf?mcB A Repair, lor the nearasl location 

1ft ss-lisFy lho of our customers, Nintendo maintains a nalionviide netAork ol 

AUTHORIZED NINTENDO WORLD CLASS SERVICE*. Centers located in major metropolitan 
areas 1 and also otters express tectOry service. In some instances it may be necessary to ahip 
Ihe complete product. FREIGHT PREPAID AND INSURED FOR LOSS OR DAMAGE te lha 
nearasl service socalion 

This warranty srall nd apply if lha produor has been damaged by negligence. ac-Ddenl. 
urir’eASCfiAblC use. commercial use, modification, lampanng, or by other causes unrelated lo 
defective materials ftr woikmanship T^.-s warranty shall not apply if any product aenal number has 
been altered, detected. Of removtid 

WARRANTY LIMITATIONS 

ANY APPUCABUE IMPLIED WARRANTIES. INCLUDING WARRANTIES Of 
MERCHANT ABILITY AND FITNESS FQR A PARTICULAR PURPOSE. APE HEREBY LIMITED 
TO NINETY DAYS FIROM THE DATE OF PURCHASE AND APE SUBJECT TO THE 
CONDITIONS SET FORTH HEREIN IN hKJ EVENT SHAH NINTENDO BE LIABLE FOR 
CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY 
EXPRESS OR IMPLIED WARRANTIES 

The ptfiov®idits this-warranty ang valid w\ lha United Steles and Canada only Some slate^ r pmvrce^ 
do noi alow ImiloliOhSOf! hgw long an imo-ted warranty ^sls or exclusion d consequential or incidental 
damages, $o ihe HffiiaitiOftft Sind exclusions may not apply to you. This warranty gives you 
ipecriic regal nghts, and you may also havtolhur righls which,vary between start be/ provinces. 

'Unted States orty h Canada NHIdiTkJ service nrough ils Canadiar-Service Center. 
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NEED HELP WtTH INSTALLATION, MAINTENANCE 
OH SERVICE? CALL I-80Q-2S5-3700 



Nintendo o> America Inc. 

PO. Box 95? Redmond WA9S073-0957 U.S A 
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